UFO 

The object of Ih* gem* k fa dmboy netVt end tonfa bet™ iti-ny 
Ottocl. your spaceship. 

* T frkr^n Tfl gom# levifs. incjeaej^j fafiSculily. 

* The Rim bjtfan ocfr™ hr* the ipocmfiip o-pd rMa i ha h. Moro lh* 
fat pod feiranpd or bock to IKr» Hie iptaqraft up Hjir down, 


Fun with Numbers 

Ttil Qomo pfiwsulr □dd’tion, ptbitroctioo, Mfluhp&colton and tfriman 
mnic. 

* 1 t4aynr; garnot 1 £ 5 oddHiare; ? ■?■ ft, lubmsctian: 31 7, 
iFiuMpfioafonj 4 4 6, Mon. 

* Mo*i lhe ji^pijd prbock fa cyde faraogli nuitsbeti 0 - 9 . 

Mtrvn l+i* joypod Ifft Of sight fa IKit H» Ofliwer Snm. Prra» ihw- Fin] 
Jxrtfan fa record your or*™*. Musical ti*wt -i> Scot* whether your 
ffmF n figli) or wrong. 


Flag Capture 

Th* object of fail game » Id fi rsd lhe i^uark that con fan* thu Flog, 

* 1-3 p+aythn 

* Garrets 1 - 4 r 2 players compefa fa JJW who ton capture 15 flog 
Fni. GonM £-/j 2 pkryort compel* fa Me who ccplu™ fa* ™u 
flagt in 74 sucantt. Gomes 8- 10,1 pfoynT Oi pw games j - 7, LTso 
Kid jaypud 1c mom ecrof* #1* square*, Fifth Hit Fra button fa HH if O 
iqijonj coniam the Rag, hints lolhe (fags facotipn j?n amw directing 
you- fa tfan Efag ora number inefea+ing low irony squcims away tho 
Hog h)j or o bomb that ir-h: mi'/oo fa #io firyt square, 


Goff 

The Cibjocr h fa Hi #» ball into I'm t u p U n oo-di hole. usi rvj ca Few 
ifafal £M f»uibl& 

* 1# player* 

* Uu l he jpypod fa ffpOVb Ufa pItfyot anuvd tlm Laurw and '□ 
potHfan faoclub for theiwing. 7ti* club ohvpyi pohrb toward 1h* bell. 
3hwi lb* fine button fa begin fa« boc towing, retool* the button fa hit 
#w boll, the a-t**-r h fa compkfa fae eeune wHh at few paints ea 
pOfcLJct jPor far iho num «P 3ft.) 


Chiifais 

1 Fin object of (hil gam* h fa c*plu™ ya ur npfujnmt's chntWi 

• 1-J pl^fin 

w Para the fim button to nbd iho piete you worn to mem. Ilia Hie 
pyi >;t fa nterm the pfati fa rbe denimd iquom ond then fxrnu tho F™ 
lurtfan pgesn. 

• Scoring: the fini pfaywr to toplum ell the o^er'i tFfatim winv 


Fraewny Rabbit 

Ho object ^ thbr genfa K fa gel <he >obbh «rm the tneiray wtlhoul 

being hil fey a«C 

* 1-2 rJoy»m; 8 g^ne l*wh^ inciwiingdffiinrfty 

* Mom the faypod up or down fa m o m the rabbit forworrt or bqgfc 
ecrmi the freeway loMn. Mqnm th* pyfwd l4t or fight fa avkt, the 
'obbrt sfand siill fa awid oncowig ton. 
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NFL Football 

In Fhn game your football team trim to boat yo.ir a nf» Mini's thmugh 

the lelectfan til game fJcryt 

■ 2 pkrynrs. 

■ I -UkiB are fim afftmifa famtohotii (tp£l loft, hghl n ghr, spit rig ht. 
ighl left, end pj nt) and five d Jimrm farmpSoiq (wide Wl r Sghi 
fight, wkto Tight, light left, and (WpJ. Fpra punifotmaifan, push the 
Fn - button, Gpm« 1A ?, players control ployartwilh theii- joyiLticfa. 
theaffomo conhpli i+fl bafl and con pouer ptint by preifing the Fra 
bu+fan, Ojfllnjl she palh of a pan Of kicJc by tidng iSn jaypod. 
□•ffloie centrok the inamen. Gome effenm program their playt 
ond wakh the cpjnpufarmn chem out, Neither player eon control the 
pkqr ra-w-wtr.h, but iheoMenfe con poimrhicL thebofl udng ttw 
firm Udfan. 

a Jcpfing; J points for o toudiiiciwrtj 'l points far a lafn+y 

Fishing 

The oii^ecl of the q am* b to cafah the crabi wilhaul Setting ibe thorfc 

get them. 

1 3"2pktyen 

* Dm tU (oyitfali to move the RshirrQ line fa caleh tin •: rasa and 
amid dm ihork, 


Boxing 

The objee I of ihk gome b to Ocyt box your Ofqpqnunt. 

* t -2 pfayeri 

■ Uie the fir* bulfan toCCnrtJ-Up orto hityOur opponBinl (pmci the 
butto n raid nun Fiond^icwy from opponent fa cover up mow 
hoodie faward opponent fa jab* puP banc fa bach fa land a body 
bfaw, and puih handfaforward fa ianJ □ poycVT punch). 

The bwvrfa hnaefa nut or TNO'i (F? punchei wi'hout the opponent 
fanning g punch gr gg iting owy) The opponent«the winner. If ijm 
tighi goet the full seven rounds,, the pfaynr wiih the tnaxt pcanh is the 
wfclflK 

* Seon'flfli lhe pdytoH punth *□ ms the mqsl points; fa* body bkwt 
the 1 HO+ bigSrtit, ond the jtoh, fa* leers I. Covering cgns point* far d*. 
famine faasdrg. A basnr con earn n nimdmu'iii af 99 perimt in o FgHl. 


Freeway Chicken 

The object of Ihri ga-Tsw i let gel Hie dfidten across fae f raevnsy 
without boing hfr by d era. 

* 1-2 pkryen. Ifighi game kvdi, incmaangdifficulty 

■ Mow the |Oypad Up Of down fa mOV* this chiclumforward gr back 
ocrau the fmowpy farm. Alan Iho joypod Sofl or fight fa mgio the 
chicken stand rHl fa amd oncoming can. Scoring: T paint for each 
(me fae chichen mokei rt tofrfy fa the ofaer fidie of the fmmy. 


Combat 

Tlfa gam* affary 3J dffrprerl gpmn vofitfSom in which yau fry to 
□uitwil jwur opponent. 

* 2 player].. 

■ Tonk (1-5). Hit yopr Gppcnonl at many Siieo ay you oon. 
Tgnskrffang (^-9); The moyik con tw unco off wdh and bonrien on ihe 
pfayfigSd, Kor* t^r hiHing ^oor a pponeM hood-on or b^- bouncing 
yaurrnfaii1& Invkibfa Tank [ID-IT). Ybu a™ infiiibfa la *pch o+vr un. 
ill O STHliSa a Rrad or O hi I ns rood* TTm tonfa becarm vmbfa whon 
they bump rrlo a wall or ban-ira. Irrfi;; s.Jip 1 ong (15 - i J]: t n mfein* fag 
Fmnfibfa pfay fiu tons with ih* missile action of fanfc-jfang, IS-l+an* 
JTS - 20); t*-plonei try fa ihool each other out of the iky Jet- FtyMor 
;2T -27); toil your ohilrty fa owtwil you' app. na-nI as a j*Mi^hki- pi- 
of, for oil rank gom*j, tbejaypad can be marod left, fight, or far- 
ward fa control the fank'y jncnemfl.nl. In hi plgno gg.Tifu, mow the 
pypad fror.i fa* left (ibvwjt) fa lh* fighl (foifait];- to diw, mow lhe 
joypod fanverd; fa cfemow if back In tet-fighlnr j.a tkjs, move fh* 
jeypad fa word (faufarf^ fa bockwand (iloweii); roave it loft or fig iH 1* 
Vm, 


Skiing 

rhe ebi«t of this gome d fa g*l th* ykW down the hill ^ukUy, wiihoul 

-siting ony of lh* ebtfacSm. 

* Tpktyer, 

* In I- 5, use fas joy praf Id maw fa* flier between lhe flogs, 

fa gomes. 6-10, nmvu the jaypod fa move iFh iklor d dv/h ih* course 
•fifaaul hitting any Siwn fhn spend i ncraaios of each l*y*l. 


Outlaw 

The object of the gsroe b to oehhaol your uppanenL 

• T-2 pla¥*n 

• ut* the joyitick fa confajJ the movemenl of your gunfigTifar, Push 
fae Rra button fa shoot. 

• T4garr*l*vJi 

s Scoring; 1 point s"or eoeh hit 


Sky Dhwr 

Fhn object of fa* game h fa goi do the Sky Dtvar to lha loading pad. 

» 2 ployrat. Garora 14 2 ora If hi larrup Game* 3 A A, the fandi ng 
pad moyiH, Gom* 5, one fane, 'sg pod; ihe Rnt pfaymr to land on fae 
it wore* ppinh. 

• Pn™ ihe PW* bu Hfan fa rafaate ih* Sky Qiver, Pull b«t on the 

jay pad to pptnn ill* pomchgfa. Hi* vfind t«k«i ihe bofioro of fae 
Kimen lelh which way the wind h bfawfag end fae wind's spnod. 

* Scoring] you con »eam tMfl point* pec jump, depomcEng on who* 
IFli np*i the Lhu"r_ Th* fahij the chuto opens, (he htigher the sc«m 
Ttoo late 4 point* I th*i Sky Diwr Hfi tho ground with on umope nod 
chut* 


Basketball 

The object of Ibis gam** b ihpal the mast beskefi- 

■ V2pfa|r*a, 

* Proti the Fin& butfan to position the pfoyer'iomt For th* sheol arid 
falooM tho button whon you'r* nwdy la shoot. Fran the Rra button 
to mo'u! ihe oufanding player jump to block the s hat. To stool th* boll, 
place your pfaysr'i faol min wrth y**f opponent 1 * and to in the bttil 
during the dribbfa. 

• Scoring: 2 point* For ooch bo*k*t, 


BowUng 

The object of fait gome h get fae highoii bowing score by knocking 
Jwm rn mgrrjr pi ni oi you con. 

* 1-2 ptoyers [goiiim l, 3, and S FpsT playei; 2, 4, ond^fpc? 

pfayen) 

* Pnjt* ihe fire burton fa rafaos* fae boll. In gomes 1 & 2, roavo the 
jiypod to set up o curveball. In gonvn 3 A 4, move ihe jeypad to 
floor ih* boil one* rl il in lhe atlcy. In ganun iii, you canngS move 
the boD once H ha* been ihrcwn. 




Human Cannonball 

The abject of too gam# a t) shpgl to# person cijP si ih# ion non a fid 
nSfa lb# fawn*; 

- 1-2ployiin 

* Th* icrypod tontrci the connon ongv#. position crd lh* speed erf 
to# Human Cannonball, depending upon «ki ggm#. Urefire button 
shook H» Human CannooboK, Gam« 1-4, the wofar faw#f con b * 
movisd after the Cn nnonball n ihgl. I# gomes 1-3 and 5-7. canUo! 
ton origin gf th* onw wito toe joy pod. Gamas 3 4 7, lew ipoed erf 
to# Cbnnonl^ canto controlled by Itw joypad, Go*™h 4 J. 6 th* 
cannon predion cant# cp*rln?IW by to# }oyped. Gomel 5 8- E P a 

mariftp wtA^M appears in (fairi of l+w wafer taw**; llsDot UK# 
Connonbol through Its# wi ndow, 


3D Tk-Tae-Toe 

Th# gome n 0 t h ree drnereiond wnio n of Tk — lac — Too. 

* \f2 pfay#nn,- ided games 1-0 for on* pJoyerand game? far two 
pibyien, 

* Ji* the foypod to move. you# mode. Push dw (1™ buffan to pfac# 
tore mark on a squbro. 

* Searings th# winner a toe first player to gel four iguoresln a rew. 


Rmnf 

CopAum ra, many erf rfva fi4 vqutifTrt C 4 h^ju con, Outflonk your 
D»ipa iont by capturing a square on both rides of your Opponent* I 
square, of row of iquorei. 

■* 1-3 playen Gsymsi 1-3, chatonge Hie campufec Gann: 4, v: 
playen appose each olfier, 

* Th# jcyrifak Cor*ub Kw position of fhe> cunor, Finh the (ire ballon 
t> fake a square 


Surround 

Til ebpl afingpra is b pul-mmjuww opponent, 

• T — 3 pipy# n, 

• It* gomes with lh# Em# fwihms^ press the ft fa button fa hide your 
tradfl fernpoitiriily Gc^irii 2 & 4 am (or 1 pio^r. Th® oth#r paimos are 
foftapbjpB. Gorv.s 3, A, 4, 7, gnd^17, ih# is>.*>d d fitilKb 
incnaM 01 'they men «ihi the field. In garni ^7mdl0^ r 

con mow cSogandly. In gomes 7 and 12, yov can iwnporerify 
your faicb by holing thefire button. In go mei 9-12 r you can 
mm your (oodar bfcck off Hbo fcnwii to tWl it oppaon -mi tft* 
oppoiHn oda 

• Sccnr Q: ycj yol 1 point wham-ynuropparvnl fib nrKj Ihflf pr?rt of 
llB or Iw htidk Df y&UJ 1 The Fi ~i 1 piayor fa Sto™ ID Fzrfnh wins. 


Blackjack 

In jtra Qomi^ ployfl-rs compafa ogdnrl lr» campvtmr dwWr b |J*1 21. 

• 1^-3 ploywri- Raqpfrni ^ddl* Co<Hroflm 

' Uib lh(l pOLkjlfc Sjontfelloi 1 fa frftiCa ypurifatond fadndkofa 
whether you wchH fa iIok dw&ln yoyr b*+ p or lei# a Wfc When o 
qu«l do mart oppoon bokw yov fafal numbv-of diipi r ploo# yoor 
b#+ by turrvng ihe oontroliar knob b lh# number of ddpt yoo wnK la 
l»1 and pnnurtg rtfa bylfan. Aftar tm oorcss haw boon dajlt, bm th# 
knob to dto -Or Sa.’i you ward !□ Ibta if you cho«a H TT, pmr Ihn 
birtfan far i-r.y h sad jwh won I, Tum rim knob fa SWF when you don'l 
ewrrt any non ca nb, 

* Wnh; liedwwri »IwtvskwvfiQA - iO^Nili,- A -1 or 
n ponit*. 


A ATARI 

Selecting Games on 
the Atari 2600 

1. Insert the 12 in 1 games cartridge. 

2. Toggle the OH/OFF switch an the 
console between the ON and OFF 
positions. The 12 games will appear 
in sequential order. 

3. Press the R£SO button an the 
console to begin playing a game. 


Mini a lure r Gdf 

Hit ti|# ball tnlg lb# epp in nagh pf th# nine h#!**, wing til Frhv yfa»k#t 

til pa-tu hi.h, 

■ play«». 

■ IJwj tho JOypMjd to poiitian llw duL FWu tho fim button la liif di* 
ball. Tfi# B&il b tq miifah #r boat rhg per fcr eac h hak*. 


Slot Racers 

Th# csbyoci of thh garni h fa mwwjwr through th# ccun# and ihaot 

y&ur oppsnftpf. 

* 2 ptrr-flrs, 9 goiifa Iwhr Th# cfiffiquily intmcBB with #ach favnl. 

■ U.™ ihti h Vfpczi fa manouimr Hi*i»yglT Ih# tipy™. P>D Iho fi™ 

button fa ih(>i>t r 



Spate War 

th# objscf of Iht gem h to hit your oppunnntr iptiuihip with 

* 2pfay#n. 

* Pr«» thofire buHou to iJh» 1, Gomjil, 2 r 4 and 6 taw #w gobsy 
b&rftdary fod'lum; yoqyr i pocnahip will baunc# off ih# prloyfirfd'l 

Lti ur'dflrwu. Ocmn .1., S„ and 7, when your i hip mcjvna eff 'ho ndgin 
^ thp bijuradtir^ H wit: jo into worp drive ond nsdppoar and* 
oppowle liJt. GtimK+A^yairhoimtoBBhtrt^iMn'igEavityfa 
k»p your ipocmhii u ftotn caploinf]. In ggnw I- 7, you eon make 
ItoUnfpmfrp go in and avt c# ht punipoea puffing ibo fnypad 

toward yw; lb# i.hu wi- beco itm inwsiblo, but ye u won't bn abb fa 
fw# mitn Ira. Game# 6 ■£ 7. you can return to your ctar.^re fa nrfifa 
and mupply you mutiH. 


Air-Sea Battle 

Scam panH by hini-ng mowig ohifecli tueh m pbrfai, Ifatcapton, 
ihipe and tubmiHitwL 

* 1-2 ptoyari; go m#i 3,4, 9. 12, TS. 10, 21, 24. and 27 -1 player. 
Ilia a than am far h# piqyn. 

■ Plrth Ihe jaypod forward and' back fa change lha angla d Iha gun. 
Pltott thefire butfan to dioal. In gam« 7—12, pyth I ho |gyptid krfl l>j" 

rig hi fa httown ibo iLibmannc. li»p<E ™3 lj-lj^ ptnh th# y^rivk 
forward or back fa change tho angb □ I Hid gun and Ipft or rigbt to 
mow th# g jn kthi Iho mrwin. Gorrwn 16-27, puih Hw jaypad 
fanrofa to«xitn>l the '.p«d, 

a Scoring: gamei and offer 2 miniriei and 16 t&coodi or when o 
pfayw Kom 99 poirli. 


Tennis 

The object of too Qaroe a to win Iho tonnk match. 

* 1- 2 pfaymn 

* UiO th# jerypad fa CCwrfajJ di# mowifant df if" fanrfa frfaya n Pmaa 
Ih# fir# button to Wr« lhe> bad. 

« ficatiogc fin-t paint - 15. tocand point - 30. third point *■ >10, 
fan dh paint — gore#. Kb fail player la wkt lis gam« wilfi a 
hMa-gama load wire the sol. 


Slot Machine 

nil gam# worfa U# a itol rn«hin& Th# abincl k Iti inn up tfa#* of 
Hh# UR# rfarnt in a rwc 

* 1-2 playwn (odd numbar gartfai far 1 player, «wvh number gdtmrl 
far 2), 

* Mac# yagr bul by prr-uing th# firn button. Push lha (aphek fa the 
right to spin, 


Stampede 

Th# tibioct of l+n: q am# k to ilpp Ih# j1aT.pod# fcy rap^tg lh# cattto. 

* 1 player; B to™b, lh# ipo#d pf ih# ifampede inereAM ai each 
level. 

■ Uh to# icypod to move the cowboy up or dan. (faih too Fim 
button to fop# toecot^a 

# Scaring. 25 poittb far while cattle^ 15 point* far fan coHka 3 point* 
far brawn c^otia, 10p ppirth far ilptfanaiy cattle 


Fishing Darby 

Th# pbfatil of ton game h to catch th# fiih without totting lha s!' nrk go 
them, 

■ 1-2 pfayen. 

■ Ulf# Ih# pyp#d 1# mtiV# th#fitoing: En# fa with lh#fkh and avoid 

the thork, 

> Soaring; fi painli for fkh caught al the balfarn , 4 pointi far fish In 
toe middle^ and 2 point! far fi*h near toe top 

Loser Blast 

Th# object of toe game n far your ipaceihip ta destroy the enemy** 
fire bases, 

* 1 ptoyer, 4 tovnls of difficuKy, 

■ Mena th# jayptxJ to conrial tfw spaceship's mavnnVnl. Push Ih# 
fire button ond rnam lh# jaypod fa cunhol to# angle of tougufi fa 
shoot to# firehoses. If your spaceship is hi>, move the jay pod to make 
too spicidKhia lor d an too firuboin 

v Scoring: 10 painb Far hi tong Bach of to# tint tot## f>nrl>jsi:s, an 
aAfitfanall&paints far «ucb l#wf, up fa TO points far ton lari tons# 

Mntii 


Ant ftjrty 

Tho- tibject pf the ppm# tc fa dcrflruy thoanb and fa avoid njnning 

into to# * fa n#f, 

- 1 player 

* U s# the jaypad fa aantml yaur mavemenl. Press the fha button fa 
destroy tbe ant*. 

« Scaringt 1 pflrrt far each ont. 


Homerun 

The abject of Hm game e to starts toe mast cure. 

* 1-2 plbyerif gaMM 1-4far 1 pfayai; 5-5far? pfaywi. 

» M®w to# f^pod in Hi# dHucfan yewt wwJi to hit the boll. To step 
your runnoer, push the (ire button before you reach toe boM. 1b pitch 
toe bad. pres* the fire button, risen move you# joypod fanwird far iisa 
faslball, bock for to# slow pilch, and left or n.jKt fa t the curve. Affar 
toe bettor hih lha boll, us# lh# jcypad fa men# lh# outfielders in the 
[frectfan you want fa#ifurti fa catch to# bailor make on out. 








